All games on 
this page from 
the Workshop. 
Address on pel. 


tockbroker (Intellect) £2. 
|Potopoly (Waddingtons) 
|'Droke (Vic-Toy) 

Tycoon (Gordo: 


Please add 50p postage and 
packing per game. 


ig RAILWAY RIVALS —_" 
As featured in Owl & Weasel no. 6, players “ 


|At 36p per kit plus 8p postage and packing they are 


build, operate and extend competing railway systems. 
absolutely incredible value. Kits available are: 


A 1G - Central Scotland 
B — London to Liverpool 1J - Mersey & Humber 


1A - %$.B. Wales 
1 
LD = New York to Chicago 


Railway Rivals Handbook — covers kits 1A — 1D, going 


into historical detail with relevant comments on the 


Bamesee - 18p plus 8p p+p. 


THE PENINSULAR WAR 


Wellington's campaigns in 
Portugal and Spain, 1808 - 
1814...-.+.. 36p + Sp pkp 


"The Peninsular War" book 
30p + Sp pep 


THS PENNINE WAR 


Imaginary conflict between 
Lancashire and Yorkshire as 
featured in Owl & Weasel 
NOw) Dice - 36p + 8p p&p 


FEUDAL CLANS 


Scottish Clan battle game. 
Complete with ready—to—mount 
playing board, pieces, #” 
cards and rules. NE 
As featured in Games 
and Puzzles no. 33 
eeeceeceecee £1615 inc. 


STOP PRESS! New Fringe 


ames 


INFINITY (Gamut of Games) £3.25 


SHILOH (3rd Millennia) £2.50 
onc " £2.50 
PBI " £1.60 
ALIEN SPACE" £1.60 
EMPIRE 1 " £2.50 
GALACTIC WAR (Tabletop) £1.00 
MERCENARY (Gamestesters) £2.35 


All prices include p&p. 
More about these games next 
month — we've run out of space! 


Tactical Studies Rules 


Dungeons & Dragons - Sword & Sorcery wargaming 
with paper, pencil and miniatures. Three 
booklets in a box .. + $10.00 


CHAINNAIL ~ Rules for Medieval miniatures ... $5.00 
GREYHAWK - Suppement 1 to Dungeons & Dragons ... $5.00 
DUNGEONS - Boxed war game . $12.50 


Empire of the PETAL THRONE - Fantasy game ... $25.00 


MULTI-SIDED DICE SETS - One each of 20, 12, 8, 6 and 
4 sided die $2050 


CAVALIERS AND ROUNDHEADS - English Civil war rules 
for miniatures .....+...++s2- $3200 


PANZER WARFARE - Rules for /W1l mass-armour battles in 
micro-miniature scale ....+.. $4.00 


TRICOLOR - The Napoleonic wargame in miniature .. 45.00 | 
BOOT HILL ~ Rules for Wild West combat ...-.. 45.00 
STAR PROBE - Exploration and conflict in space .. $6.00 


WAR OF WIZARDS - Sorcery duel between two mighty 
WISEDOE laiec cles 22 sicleuemleen ee eame eno 


TRACTICS~ Rules for W111 miniatures, 3 books plus 
charts in a boX seeeeees-eeee $10.00 


THE STRATEGIC REVIEW - TSR's own newsletter with 
features on D&D and their other games. Issues 
1,2 and 3 now available ..... 50¢ each 


Prices quoted above in U.S. dollars because at the time 
of writing we had not established the U.K. price with 
the falling £ against the g, import duty and VAT being 
unknowns. The above prices are meant, therefore, as a 
wish to place an order, then send in an 
greater than the straight ¥ conversion 
rate — we can always balance the difference on your 
Owl & Weasel accountor make a refund. 
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The British Monopoly Championship 


Waddingtons are currently in the process of injecting some 
life into the games scene by staging the above event on 
22nd and 23rd of September at Fenchurch Street Station. 

They are looking for 240 competitors to do battle with 

the reward for the champion and runner-up being an invite 

to compete in the European Championship in Reykjavik in 
November and the World Championship in Atlantic City almost 
immediately after the Reykjavik Championship. If you are 
interested in qualifying and have not seen the entry forms 
in your local W.H. Smith's branch, then write to the British 
Monopoly Championship, P.O. Box Hf4, Leeds LS10 1TX for one. 
Perhaps I should explain that the entry form is actually 
@ questionnaire which constitutes the qualifying round. A 
typical question is, "Who won the ‘tycoons! game of 
Monopoly played in December 1970 at Browns Hotel in 
London?" 

Well it sounds like a pretty good event for any games 
enthusiast, even allowing for the obvious shortfalls 
of Monopoly. If you are now thinking of entering, then 
you had better hurry as the closing date for the 


HELLO, I'm 
HERE To HELP 
SELL MORE OWL 
AND WEASELS. 


Hope to see you there! 
++IL++ 


held in Manchester on September 6th. The closing date 
for applications is August 16th, so I'm afraid you've missed it 
if you haven't already registered. Clocks start for the first game at 10.00 am and the 
tournament is a three round McMahon System expected to finish at 7.00 pm. The venue is 
the John Dalton Faculty of Technology, Chester Street, Manchester 1. It should be worth 
a visit and John has just told me that he will be going so here is your big chance to 
get your own back on Games Workshop! ++ILe+ 


Despite rumours to the contrary, OWL & WEASEL is Games Workshop's monthly newsletter and 
is produced by Steve Jackson, Ian Livingstone and John Peake. We make no apologies for 
the title or the content as we hope people will understand our problems and continue to 
subsoribe. If, however, you continue to be bored/insulted/disgusted by our articles then 
send in one of your own for publication - they are most welcome. 


Repent now! Games Day is coming..... 


a) 


aw) Wh 
ng to melt. 
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that staying in at night and playing serious games is 
very high on anybod list. We've decided, therefore, to pay hommage to the 
By concentratii Pas n outside games and amusements in this month's O&W Sum 
mer Special. I hopa ¥ enjoy this temporary deviation from the norm. You will probably 
have noticed, that because of this, we have been unable to find room for the Mah Jong 
article this month. Worry not folks, it will be back next month. 


We have a bit of disappointing news to report in that our much overdue parcels from the 


| Staves containing all the Dungeons )% Dragons goodies have not arrived yet. I suspect 


those 20th century highwaymen, H.M. Customs and Exeise have had more than a little part 
to play in this and we are, therefore, conducting an investigation in this direction. To 
those of you who are eagerly awaiting your D&D sets I can only apologise and ask you to 
bear with us. "Better late than never", he said rather embarrassingly. 
Anyway, enough ramblings from me and on to our first summer special. 4 

It was Christmas 1968 and a gang of about 10 of us were 


T EASIER! sitting in our local talking about the previous term's events 


away at University. Somehow we got round to talking about 
high-rise flats - and that was it. Our teaser craze had started. 

"Hey, have you heard this one?" someone asked, "There's this guy who lives on the 
12th floor of a 12-storey block of flats. Every morning he leaves his flat, catches the 
1ift down to the ground floor and goes off to work. When he comes back in the evening, he 
catches the lift to the 6th floor and walks the rest of the way up to his flat. Why?" 

Teasers are problems in which a situation, such as the ahove, is presented. There is 
usually something seemingly irrational about the story and this must be explained by the 
players, who are allowed to ask questions - but the 'Teaser—-master' (for want of a better 
term), though, may only answer either yes or no. Rather like '20 Questions,* you'll notice; 
except that any number of questions may be asked. Here's another (courtesy of Albie Fiore): 

"A man is walking along a road when he hears a woman's voice call out from a house, 
-"No, John, Don't do it! Aaaaaaarrghi"— He races into the house and into the living room 
to find a woman dead on the floor in the centre of the room. Also present in the room are: 

a doctor, a hairdresser, an optician, a workman and a greengrocer. Immediately, he realiz 
who committed the dastardly deed. How does he know, and who did it?" 

And another: t 

"A man is lying dead in the middle of the desert with a piece of string in his hand. 
How did he die?" 

Probably about g of the teasers I've heard involve a death of some sort, as the two 
above. Some stories are absurd (Such as the one about the sunburnt arms — but I'm not giv— 
ing that one away!) and some are deliberately misleading, such as "Romeo and Juliet:' \ 

"Romeo rushes into the room to find Juliet dead on the floor lying in a pool of water 
and broken glass. The bed has not been slept in and the window is wide open. What were the 
circumstances leading up to her death?" 

We know of about two dozen different teasers, having collected them since that fate- 
ful Christmas, although some are more properly classed as puzzles or problems. The basic 
requirement of a true teaser is that it should be virtually impossible to come up with the | 
answer without having first worked towards it by asking questions, Another interesting 
thing about them is that whenever I give someone a teaser, they usually say, "Ah yes, I F 
know a couple of things like thats" and proceed to give me a slightly altered version of | 
one I've heard before. In other words, there seems to be only a small number of teasers : 
going round the country. If anyone does know of a teaser or teasers I might not have heard — 
of, I'd be more than pleased to receive it/them. In fact if there is any enthusiasm shown 


— 


by Weasel readers, they could appear in a future Weasel. Oh, and if anyone is in a pos- 
ition to make free phone calls, I'd even be happy to attempt their teasers over the phones. 
Anyway, before the answers, one final sample: 

"The scene is a shabby bedsit. A man is lying dead on the bed. Under the bed is a 3 
Piece of wood and some sawdust. On a table by the bed is another piece of wood and a 
bottle of poison. Standing by the door is another man, who is laughing. How and why did : 
the man on the bed die, and why is the other man laughing?" 3 
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(Answers on pe 4) { 


SUMMER GAMES 
FRISBEE 


Frisbees must, by now, have replaced 
wind balloons, kites and aeroplane tail-wing 
reflections as the most consistent source of 
‘Flying Saucer False Alarms' in the country. 
If you've never seen a Frisbee, take a 
stroll through Hyde Park any Sunday; they're 
those peculiar plastic plates which narrowly 
miss your nose as they glide gracefully 
through the air, to be caught nimbly on one 
finger by a long-haired, moustached American 
- or dropped clumsily with a little titter 
by a Chelsea dolly. 

As with every new craze, a whole load 
of stunts and games (together with the usual 
accompanying jargon) have evolved around the 
Frisbee: 

- "Coming for a Frizz?" 
- "Sorry, no. Got a bad case of Frisbee 
finger." 
Different throws (curves, returns, backhand— 
ers) and catches (one-finger, behind-the- 
back) are currently being rigorously prac— 
ticed by this country's Frisbee Freaks, but 
for style, we just can't match the Americans 
who are the originators of the Frisbee. I 
watched a couple playing in Holland Park (of 
Americans, I mean - playing Frisbee) a few 
weeks ago, and you had to give it to them — 
they had class. They were catching the thing 
on one finger, keeping it moving by swinging 
it round (on the same finger) above their 
heads rather like a Bolero, and flinging it 
back by releasing the finger-holdJ 

Anyway, on to the games. Most people 
are content just to pass their Frisbee 
around in a circle of gleeful playmates, but 
there are a couple of team games which can 
be played. 

‘Guts Frisbee’ is an American game in which 
two teams line themselves up about 10 yds. 
apart, facing each other (fig. 1). The 


object of the game is to whang the Frisbee 
as hard as possible at a member of the op- 
posite team so that they either drop the 
thing or lose a finger in catching it. Any 
"possible catch’ which is fumbled gives a 
point to the opponents. You can see why it's 
called Guts Frisbee. 


Say So Set Gand Sand eA 79 


t 


ie ydse Fig. 1 
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The other Frisbee game is one we came 
across at Reading a few years ago. Basically, 
it's a game of scoring goals by gaining area. 
The playing field is roughly marked out thus: 


cthoa 
rroOoa 


Approx. 20 x 60 yds. 


Any convenient pitch markers (trees, jackets 
etc.) can be used, and any number of people 
can play by making suitable adjustments to 
the size of the pitch (or even the number of 
Frisbees being used). 

A side tkicks-off' by one player, standing 
mid-way between his goal line and the centre 
line, throwing the Frisbee forward with all 
his might towards his opponents! goal line. 
The other team must then try to catch the 
Frisbee and fling it back. If it's caught in 
the air, then 3 Giant Steps forward may be 
taken before throwing it back. If the Fris— 
bee touches the ground, then it must be 
thrown from wherever it is picked up. 

A goal is scored when the Frisbee lands on 
the ground behind an opponents' goal line, 
when the conceeding side repeats the kick— 
off procedure. 

First to 10 wins, changing ends when one side 
has 5 goals. Oh, and there are no side—-line 
boundaries - the Frisbee must be thrown from 
wherever it is taken. 


A final word about the different types 
of Frisbee. The poxy English-made Frisbees 
are not worth either buying, collecting from 
petrol stations or sending off to Capital 
Radio for, as they are much too light and 
are carried away by the slightest breeze. 
'Wham-O' Frisbees are far superior, being 
the originals, and they produce several, of 
different sizes and weights. The large 
"Tournament Models' (150 ems.) are the best 


Mhe \'Faskback' Frisbee 
oases! ra veigame 
al signed for speed. 

Zooming up and down motorways in the 
interests of high speed travel is hardly 
one of the most entertaining ways of spen— 
ding one's time. However, there are a 
couple of verbal games which we play reg- 
ularly on the Ml te alleviate the boredom: 


STRADIVARIUS 
Te start the game eff, one person 

thinks ef a famous persenality and then re— 
veals the first letter of that person's 
surname to the other players. Therefore if 
he were thinking ef Henry Fonda, he would 
say "F*, The other players would then ask 
that persem indirect questions te which the 
answer commen’ with the letter 'F', For 
example, a question might be: "Are you a 
prepre-eed shrub?" The reply would be, "Hoy 

am net a Fuchsia." 
answer, the other players could then have asked a direct question to dey tecetelisn tes a 
Persenality's identity (enly yes-no answers are allewed to direct questions). Fer example 
@ reasenable direct question might be: "Are you alive?" er "Are you British?" @ This 


ahr 
Presses e of indireot/direct questions then continues until the inevitable: "Are you Henry 


SCHNILLIGK — SCHNOLLOCK 

A of numbers which requires quick thinking and 

produces a lot of laughs. In 

clockwise rotation, the players oall eut the Sequence of numbers starting with 1, then 2 
a8 eto. However, whenever a 4 occurs, or a multiple of 4, then the word "Schmillick" must 
y eepets bxted = and whenever a 5 (or multiple ef 5) ecours, then the word "Schmelleek" is 
ikewise substituted. The werd "Bottle" ia similarly substituted for 7, with the addition 
al rule that all "Bettle" calls reverse the order of rotation. Therefore if four people 
were playing, the game would proceed: , 


captivating. You start off by throwing 5-yard 
wobblers, but then suddenly the wrist action 
clicks and, with more practice, you find you 
can throw it quite a distance with consider— 
able accuracy. The world's record for Frisbee 
throwing, by the way, is just short of 100 yds, 
according to the Guiness Book of Records, Beat 
that if you can. 
HSI++ 


Player . 3 Player B Sobmillick Player A Schmellock 
3 3 ; oe. eck B Sehmillick 
ello 
D Sohmillick ¢ 11 5 a 
- Commesleck B Schmillick A 19 
A 13 D Schmillick Seh- 
¢ Bettle D Schmillick Bettle melleck 
Eto. 


Anybedy whe makes a wrong call or answers out of turn is eliminated and so 


fident in your ability te answer correctly, if you are con- 


the onus is om you to speed up the procedings. 
t+ILe+ 


ANSWERS’ TO TEASERS (Contd. from p. 2) 


v/ The Lift —- The man is a midget and cannot reach up to the 12th floor button of the lift. 


2/ Murder in the House ~ The workman did it; all th 
wiotin.cetled tie nenteneretes 3 ie rest were women. Remember that the 


3/ Man in the Desert - The string is a ripcord from his 
parachute which failed t: 
he bailed out of an aeroplane just before it was about to crash. “ eae 


a/ Romeo and Juliet ~ Juliet is a goldfish! A eat ni 
pped in through the window and knock- 
ed Juliet's goldfish bowl off the table ae he tried te catch her. Romeo heard the 
crash and rushed into the roomy frightening the cat eff. 


5/ Pieces of Wood ~ The dead man was "The World's Smallest Nan" and he had poiso: 
med him 
self, believing himself to have grown. The piece of wood (which was a epecial stick 
that he used to sheok his height, being exactly as tall as he was) had had a couple of 
inches sawn off by the man at the deer. This man was the 2nd smallest man in the world 
and wanted the other’s job! 4 HST 


STALINGRAD ©) 


Quite a few people have written to us asking about Avalon Hill wargames, usually 
along the "What do you recommend?" lines. Invariably the answer is STALINGRAD. 

Stalingrad is a somewhat simplified simulation of the German advance into Russia dur- 
ing WWII. It starts in June 1941 with an enormous German force facing a smaller but strat- 
egically sound Russian defence along the Axis-Soviet border. The Germans must try to break 
through the Russian line to occupy Leningrad, Stalingrad and Moscow before the end of the 
game, in May 1943. The Russians, on the other hand, must simply hold out until the end. 
Each move represents a time period of one month. 

The board depicts a large expanse of Russia, from the border in the west to the Volga 
viver in the east. Game mechanics follow the traditional AH wargame pattern. Units are 
die-cut and each displays an attack, defence and movement value. Each unit on the board 
has a ‘zone of controlt (the 6 hexes surrounding it) and combat occurs when a zone of con— 
trol is entered by an enemy unit. Battles are resolved by computing the attack:defence 


" ratio of the units involved and rolling a die, the result being read off on a Combat 


Results Table. 

The German player must do 95% of the attacking in the game and it is important that 
he keeps up the attack, as any dilly-dallying can only benefit the Russians. During the 
winter months, movement is considerably restricted; again to the Russians' advantage. In 
defending, Russian units also have an advantage in that the map is spaghettied with rivers. 
Units defending from cities or behind rivers double their defence value, thus the powerful 
German armoured units find that they must congregate in small areas in order to get decent 
odds on any urban or behind-river units they fight. 

German Strategy depends upon a relentless attack on a chosen area (or areas). I per- 
sonally believe that the Germans should attack very rarely at odds of less than 3:1, as 
an unfortunate roll, even at 2:1, can be disastrous - especially if the defending unit is 
in a double-defence position. Ian, however, would not agree. He believes that if the Ger- 
mans do not take an early risk or two early on in the game, they cannot hope to push very 
far into Russia before the Russian replacements and reinforcements from Finland arrives 
Assuming the standard defence (see later), he usually risks two 1:1 battles on the two sol- 
itary units at the southern end of the Nemunas river. With average luck, he expects to lose 
one stack, but break the river defence with the other. Although this usually works (he's a 
lucky b......1), it would only take two bad rolls to make the game, as far as the German 
was concerned, not worth continuing. But then, I suppose, such are the risks of war. 

Nevertheless, wherever the break is planned, the German heavies (8-8-6s etc.) must be 
near by to press the attack. Germany must also not be tempted to go for weaker units sta- 
tioned in vulnerable positions by the Russian, designed to attract German units into is— 
olated positions, or positions from which they have no access to the railway lines (which 
give a 10 square movement bonus) - especially as winter approaches. 'Soaking-off' is a 
tactic which must be used frequently by the German; it is vital to breaching strong def- 
ences. German forces must also be mobile along the front. 

Germany usually finds the march to Stalingrad the most profitable in terms of mat— 
erial gains, but this is such a long campaign that advancing units often find their rep- 
lacement supplies unable to reach them in time. Stalingrad usually does fall, when the 
Germans can push northwards to Moscowe Moscow is an entirely different proposition. Sur- 
rounded by rivers, Moscow is easily defended. Being central, it can supply replacements 
to wherever they are needed. If fighting has been costly for the Germans, Moscow and Len- 
ingrad will be unlikely to fall before the end of the game, Therefore if significant ad- 
vances can be made towards these two early on, perhaps at the expense of the campaign in 
the south, so much the better. 

Russian Strategy. The Russians have a much easier task in that all they have to do 
is to plug up holes in the line as the Germans press forward. An opening defence set-up 
is described in the Battle Manual, which is excellent - little or no alterations need be 
made to this. The rest of the Russian force is positioned ready to lay into the weak 
Finnish units. Although it may take a few months to wipe out the Finns, this is necessary. 
As soon as the Finns have gone, the Russian units can be brought down to aid the main 
force which may by now have been pushed back to Minsk. As long as the Russians can prevent 
the Germans from getting too much territory early on, they should win the game, as their 
replacement rate (coming in at 12 defence factors per turn) eventually will serve to over— 
whelm the Germans. 


Two useful tactical manoeuvers for the Russians are: 1) The use of small 2-3-6 units as 
(Contd. p. 10) 
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‘PENINSULAR WAR 


| (Wie Logeevery battle except tthe last one." 

Every British soldier knows this, It isn't true, but belief in this fable keeps us fight- 
ing (as in 1940) when all is obviously lost. The Peninsular War of 1808-14 does have many 
of the standard ingredients of British warfare: early optimism, early disasters, collapse 
(of our allies, more and greater disasters, retreat and evacuation (La Coruna), growing 
distrust of our allies, growing admiration for our enemies, and eventual victory. Yet 
this campaign is almost forgotten in Britain, probably because we demonstrably won far 
more than the last battle, and had few of the defeats in which we glory (Balaclava, Spion 
Kop, Mons, Somme, Dunkirk....) 

My game uses the same simple rules as "The Pennine War,' (see O&W 5) but has more 
strategic scope. However, each side has one all-important (and different) objective, and 
must refuse to be tempted into apparently attractive alternatives. 

The board uses 7 hex sheets. About 70 cities are marked; 11 are key cities, of which 
Lisbon and Madrid count 2 and the others 1. The winner is the player possessing 7 or more 
of these 13 at the end of two hours. The other cities can be useful defensive positions. 

We start in the summer of 1808. Spanish and Portuguese patriots have rebelled, and 
taken all key cities except Madrid, Lisbon, San Sebastian and Burgos, which are occupied 
by French troops. Both sides have 20 forces, 
but only a few in the Peninsula. French rein-— 
forcements can march in directly, but the 
British arrive irregularly by sea. 


French Strategy 
Though France starts with only 4 forces 


in the Peninsula, the rest can march in rap~ 
idly, and soon France has an overwhelming 
superiority - which must be used fully as soon 
as possible before the British reinforcements 
arrive in increasing strength. 

Of the 4 French garrisons, obviously 
Burgos and San Sebastian are safe; Madrid can 
be made so indirectly, but Lisbon must be sac- 
vrificed. Over in the east, the Allied forces 
at Barcelona, Zaragoza and Valencia can ob- 
viously be overwhelmed, one at a time. Most 
new players go for these tempting, easy and 
STRATEGICALLY UNIMPORTANT victories; they 
waste time, and time is against the French player. 

Ignoring these, France should march in sufficient forces via San Sebastian — Burgos 
~ Salamanca to cover Madrid and to crush the main Allied forces in the west. At this 
stage, France can afford to lose several forces and still keep numerical superiority. The 
isolated Lisbon garrison has to be sacrificed, but will delay Allied concentration around 
Ciudad Rodrigo. Ciudad is France's second objective; the first is the main Allied army, 
which is likely to be concentrated there; for Ciudad covers both Oporto and Lisbon and 
is essential if the Allies are to march for Madrid or Burgos. When this army is crushed, 
its survivors will retreat towards Oporto, Lisbon or Badajoz - and must be hounded 
unmercifully. When this main Allied force is scattered, and the Western cities garrisoned 
then (and not till then), it is time to deal with the Allied forces in the East. 


Allied Strategy 
An initial Allied advantage of 7 to 4 is rapidly turned into French superiority of 


about 15 to 7, because British forces arrive slowly and unevenly by sea. The first task 
is to eliminate the Lisbon garrison, and then group the main forces round the vital point 
of Ciudad Rorigo. The three forces in the east are scattered and can do little. They must 
not be allowed to be wiped out one at a time. The key is to entice France to go for them, 
and thus waste time on the Western Front concentration; but they must slip out of their 
cities just before France attacks. Singly, they can do little, but if grouped at Zaragoza 
or in the hills between there and Madrid, they pose a threat which France thinks he can- 
not ignore. Actually, Madrid is not easy for the Allies to seize, and attacks there at 
any time are wide open to counterattacks. If France is not distracted, then these forces 
can move west, apparently for Madrid, but really to pass it and join the Ciudad defenders. 
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One, perhaps, can be left in the Hastern hills as a lurking threat, for France has to 
garrison cities - any unoccupied key point is counted as belonging to the Allies. 

At Ciudad, the Allies must try to avoid battle (without letting France realize this) 
till seaborne reinforcements arrive. Strong counterattacks may be threatened (but are 
normally best not carried out), each time a reinforcement arrives, to delay French plans. 

Yet, in the final count, Ciudad must be defended. France cannot march on Oporto or 
Lisbon without it. If Ciudad is lost, the Allied retreat should be to Lisbon (easy to 
defend by a small group, but not a single force) or Badajoz (possession of which still 
gives some cover to Lisbon and a potential threat to Madrid), not to Oporto. Gibraltar 
in the south is almost impregnable and can be garrisoned by one force and forgotten about. 
If France is nowhere near, this force can emerge to help at Badajoz. If the Allies lose 
both Badajoz and Ciudad, their eventual victory is is very unlikely without timely rein- 
forcements, as it will be difficult to hold both Lisbon and Oporto. The Allies must keep 
in one or two compact groups, must withdraw skilfully, must distract the French, must 
play for time - and must not lose too many forces in the first half. In the long run, the 
Allies will have numerical superiority in the field if they have husbanded their strength. 
Eventually, those seaborne reinforcements will arrive, and it is a long march from the 
French border for French reinforcements to reach Ciudad and Badajoz. France must keep 6 
forces in garrisons, and must always be on the lookout for an Allied seaborne landing on 
any coast. 


So, in summary, the two sides have different strategies. France must strike hard 
and fast against the main Allied forces in the west, ignoring distractions, threats and 
easy victories elsewhere. The Allies must defend the minimum of vital points, and avoid 
battle elsewhere, while trying to distract France from the main task. The Allies cannot 
afford to lose men in the first half, but France cannot afford to lose time — and those 
who take the trouble to read about the actual campaigns will not be surprised to find 
that much of the action was concentrated round Ciudad Rodrigo and Badajoz. 


cai ele 


only two left in as, with everything at 
stake, deduction goes berserk with the: "If 

So there you are sat in the pub with 
your 5 or 6 friends and staring sadly at the 


he thinks that I think that he's gotese.™ 
thoughts flashing through your mind. There 
bottom of your empty pint pots. So who's 
going to pay for the next round of drinks? 


is an obvious disadvantage, when only two 
Not such an easy question these days with 


are left, in going first as you must commit 
yourself, This is where the spoofing is most 
beer at 25p a pint, lager at about 36p and 
whiskey prices available on request! If, 


rife. For example, a player might hold only 

one coin in his right hand but, nevertheless, 
call "5" (ie. an impossible number) - a 
spoof call designed to confuse the other 

therefore, your generosity is not what it 

used to be why not play a little game of 

Spoof to see who picks up the tab? 

Spoof is a really easy game to learn 


player. Thus he does not have to commit him- 
self in going first and has second call next 

but nevertheless requires cunning together 

with a little luck in order to win. The 


time round. Only, that is, if the other 
player fails to guess correctly, having not 
equipment needed to play is three coins per 
person. The idea is that everybody selects 


spotted the spoof in the facial expressions 
a number of coins between O and 3 and pla- 


of his opponent. 

Anyway, give it a try and if you do end 
up paying for the drinks, at least you've 
had a run for your money. 

ces that number in their right fist (con- 

cealed from the other players), then holds 

up that hand. The object of the game is to 

deduce/guess the total number of coins (not 
the value) in all the players' hands. Gues— 
sing goes in rotation and each guess must 
differ from those previous. When all have 
guessed, the hands are opened and the total 
announced. If someone has guessed correctly 
then he is eliminated. The process is re- 
peated until there is only one player left, 
who has to dig deep in his pocket for the 
readies. You will appreciate that the game 
game really becomes exciting when there are 


+4+IL++ 
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HS 
¢ Dear sir, 


Ne Val 
y PAY <a 
ie ‘Our attention has een drawn to an article in your June 1975 issue under the heading 


'npondon Toy Fair Horrors.Part of this article was devoted to a description of our game 
Trafalgar, together with comments casting a poor reflection upon the ethics of my comp- 
any. Since you have chosen to cast aspersions upon our integrity as a toy manufacturer I 
think it right that we should present the facts as we see them in the hope that you may 
then be able to draw conclusions different to those committed in print in your recent 


newsletter. 


We, along with the majority of games companies including such notable names in the 
games field as Ideal Toy, Parker, Airfix etc., rely largely upon ideas being presented 
to us by inventors and then taking such ideas and converting them into into a marketable 
product. In the case of Trafalgar this game was presented to us in embryo form by lire 
Tom Waterman. Subsequently a licensing agreement was signed with Mr. Waterman, whereby 
he claimed to be the inventor of this game and that, in return for granting us the ex- 


clusive rights to manufacture this product we would pay him a royalty based upon the 


sales of the product. 


There are two points in the previous paragraph which we think are important, namely: 
1. Action Games and Toys did not copy the game Fighting Sail by Eric Solomon, since until 


our attention was drawn to the article by Games and Puzzles magazine a few weeks ago 
we were totally unaware of its existence, relying upon Mr. Waterman's claim that he 
had devised the game as now produced. 
2. Your article indicated that three years had elapsed since the publication of the ar- 


ticle in Games and Puzzles, which was the appropriate time needed to develop 


a 


game 


from from the original idea through to the manufactured product. I am afraid that if 
a toy manufacturer were to take this length of time to bring a product to the market 
place it would surely go out of business. None of the products in our catalogue for 
1975, which were developed from a basic concept by an inventor, have taken anything 
in excess of 6 months to develop. 
The comments in your article have been passed on to the licensor of Trafalgar, Mre 

incidentally is not unkmown to the toy trade as being a de- 
visor of games, since many years ago he introduced a football game to the market known 
as TAF 4-2-4, which we in turn purchased from him to market under the name Grand Slam), 
and he has made certain observations which we believe are pertinent to the points you 
have raised regarding "Fighting Sail". 
In essence, Mr. Waterman agreed that there are certain basic similarities between 


Waterman (this gentleman 


the two games, However, he points out that there are large numbers of war game inventors 
who produce their own rules interpreting warfare in various historical contexts. Most of 


these inventors think along traditional wargame lines and Trafalgar is simply another 
version of traditional wargaming. Mr. Waterson considers there to be little originality 


in either Trafalgar or Fighting Sail and makes the point that he was playing a Battle of 


Britain war game on a triangular patterned board 20 years ago and claims that his game 
Trafalgar evolved from this. In any sea battle game involving sailing ships there are 3 
basic factors, namely specd of sail, armament and wind. It secms reasonable therefore 

that if wargame inventors think along similar lines sooner or later games are going to 
be duplicated, because the basic ideas and interpretations are influenced by the trad+ 


itional methods of playing any war game. As an example of other games already on the mar— 


ket perhaps if you were to purchasea yacht racing game called Regatta you will find the 

method of determining the wind direction is exactly similar to that used in Trafalgar 

and indeed also in Fighting Sail. 
In the closing paragraph of your article you advised your readers to beware of a 


German naval war gome also suspiciously simil-r to Fighting Sail. Perhaps thie only 


serves to bear out Mr. Waterman's contentions that Mre Solomon's ideas were in them- 


selves not necessarily that original and it would also seem strange that if lire Solomon's 


ideas had been so original that it had taken three years for tke toy industry 


to wake up to this fact. 


We regret that you have chosen to draw your own conclusions to the 


effect that my company 


(Contd. over) 


company has plagiarised Fighting Sail by Nr. 
Solomon, without first contacting us when 
you would have been appraised of the true 
facts and perhaps arrived at different con— 
clusions, I hope this letter puts the records 
straight and would respectfully suggest that 
should you choose to review any products of 
ours in the future before making untrue and 
perhaps defamatery statements against ay 
company you at least have the courtesy to 
get in touch with us beforehand, 


Yours faithfully, 
Action: Games and'Toys Limited 
Be. George 


++ So Action have dared to explain them 
selves, eh?! In all fairness, I believe Mr. 
George is most probably right in stating 
that Action mew nothing of Fighting Sail 
when they decided to go ahead with Trafalgar, 
as they did not invent the game. However, I 
find Tom Waterman's comments a little hard to 
accept. There is little or no similarity be— 
tween any of the naval wargames I've ever 
come across (Jutland, Seastrike, Battleshtps 
ete.) - it seems to me that he's trying to 
argue that, for example: since there are only 
a limited number of ways that a simple, luck- 
determined abstract board game can be des— 
igned, Waddingtons' "Sorry" could have arisen 
as an original idea and was net influenced by 
Ludo. Mr. Waterman would, on the face of it, 
seem to be the sort of person whe would take 
an interest in the Readers' Games section of 
G&P, being a games inventor himself. Did he 
see no. 1 before inventing Trafalgar? 

And as to Seeschlacht — the circulation 
of G&P, Mr. George, is not simply limited to 
the South of England. SJ++ 


MAH JONG 


Dear Steve, Iam and/or John, 

I am now the proud possessor of Ness 1-6 
of OWL & WEASEL. oI have designed a bin— 
der to hold up to 12 issues of the Weasel — 
see what confidence I have in you — which oan 
be made by any of your readers. If you are 
interested, please let me know and I'1] send 
further details. But I must make some com— 
ments..2on Mah Jonge 

Firstly may I say that with the present 
revival of Backgammon I believe that MAH JORG 
(or Mah Jongg) is due for a ‘come back'. In 
view of, as Peroy Kenyon points out, the high 
cost of sets I like his idea of using 4 packs 
of cards although, as I think he would agree 
it is no real substitute for the proper 
"tiles". However, I must point out that al— 
though in many games the Ace may rank above 
the King it is still numerically the one (1) 
of the suit. Therefore if the 1-9 of Spades, 
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Hearts & Diamonds are used for the Drag- 
ons you would need 8 packs and not 4. May 
I suggest, with all due deference to Wom— 
en's Lib that the Queens of Spades, Hearts 
and Diamonds are used for the Green, Red 
and White Dragons} 

Unfortunately having thus set the 
idea of using cards and hepefully inter— 
ested the nmon—player in the game he then 
goes on (in Pt, 2) to talk about "Tiles" 
and "Building a wall" which must be very 
confusing to the novice clutching his 4 
paoks of cards. As the object is to inter— 
est readers whe have never played before 
in the playing of the game I would have 
thought that details of the mystique ef 
choosing the chief hand or East Wind was 
better left until later. Te the Chinese, 
MAH JONG is a great gambling game and as 
Chief Hand has a slight original advan- 
tage,. the elaborate procedure of 'bil- 
ding a wall!’ etc. is to discourage cheat— 
inge In this case I should have thought 
that a simple ‘outting’ of the deck and 
counting off the bottom 14 cards as the 
‘dead wall* would suffice, all other 
cards being used fer drawing and! replen— 
ishing hands, so that the new player 
could get on with the playing of the game. 

If one wished to use the sequences 
as in the game with the tiles then the 
shuffled deok is split into 4 roughly 
equal piles — then proceed with the dice 
as Peroy Kenyon describes. The final 
count must be doubled and then that num— 
ber counted off, and the last 14 cards 
becoming the dead wall. 

Actually, an easier way of becoming 
acquainted with the game, for London 
readers, is to oall in to some of the 
Chinese Supermarkets in Soho's Chinatown 
and buy a pack of 'Mah Jong Playing Cards! 
for around 50-60p§ (Historically, Mah 
Jong was first played with cards before 
the Domino-type tiles were developed. ) 

I hope that some of these points are 
ammended in future articles. 


Kendall Johns 


++ Thanks, Kendall, for your comments. I'm 
sure Weaselers would like to knew more 
about your binders. Amd, concerning Mah 
Jong — any comments Percy? 

I had a look around a couple of Chin 
Supermarkets a couple of weeks ago. They 
did indeed stock Mah Jong playing cards, 
but none of the sets I saw cost less than 
£1. We could supply packs at £1.50 (ime. 
pep) if anyone is interested, but moan 
while, I'11 see if I oan find anything 
cheaper. SJ++ 


L err ERS eon) \ 
Pear’ oxw ff J a : ah 
(Perhaps one of the con. 
im jthe booklets is’ 458 combat system. 
Greyhawk has done a lot /to, re tity? this by 
introducing the effects of _various “weapon 
“types but several Peopie.’ now, a don't 
itkesit. 5) 

The D&D group in Cambridge ciated last Oct- 
ober when it was introduced to us by an Amer- 
ican graduate student. At that time he hada 
combat system derived from Chainmail brought 
with him from a thriving group of D&D players 
in Pasadenal/’It considered weapon type ve 
armour and variable damage on hitting. Its 
main difference was that it was based on 
percentage dice rather than the 20-sided 
giving a wider range (do you really think 
that say a goblin with a sword should hit say 
a 20th level Lord with a +5 plate and shield 
5% of the time? 1% is more reasonable) and 
that, instead of giving a high level fighter 
multiple attacks, it gave him +5% per level 
in attack and also in defence (later changed 
to 3% per level). 

This system still did not satisfy our umpire, 
he has since devised at least two more syst- 
ems. A new factor introduced was the speeds 


angat Bfactory things 


STALINGRAD (contd. from p.5) 


suicide troops to slow down the advance. 
These are just stuck cheekily in front of 
the Germans who must then waste a turn in 
overpowering them, only to find that they 
come toddling back from Moscow, as replace— 
ments, next turn. 2) Transferring forces 
along the line by simply shunting on similar 
forces. For example, a 5-7-4 can usually be 
transferred all the way from north to south 
across the board by dropping it off at the 
site of another 5-7-4 and moving this one 
on to replace another, which is then moved 
on to replace another etc. 


Under the 'Historical Simulation" game, 
the Russians nearly always win. However, AH 
suggest cutting the Russian replacement rate 
from: 4 increasing to 6 increasing to 8 def— 
ence factors/key city, to: 4 to 5 to 6. Al- 
though this does help to balance the game, 
the Russians still seem to win most of the 
time. I would suggest cutting the replace— 
ment rate to: 4 to 4 to 5, and/or removing 
one of the Russian 2-3-6 units. 

One final point; we have only the old 
set of Stalingrad rules. If anyone has a new 
set and could describe briefly the changes 
made, I'd be more than grateful. Any offers? 

HS I++ 


of the protagonists on the basis that a ligh- 
tly armoured man has the ability to dodge 
more easily than a heavily armoured man. Sec— 
ondly the armour was not considered in the 
first roll to hit. One system gave a second 
roll to see where the target had been hit, 
taking armour into account. A third roll for 
hits was made, but these could be taken by tle 
armour or shield (each able to take so many 
hits). Under this system a man could lose the 
use of an arm (temporarily or permanently) or 
be knocked unconscious etc. (But) too much 
paperwork and caloulations were involved and 
battles took much longer to resolve. 

The third system eliminated the second roll. 
No longer could an evil magic-user lose the 
use of his wand arm (as happened once!); real- 
ism had to be sacrificed for playability. Now 
the percentage dice were used to determine a 
hit (relative levels, speeds and weapon len- 
gths employed) and hit dice rolled (depending 
on weapon) subtracting a factor depending on 
weapon and armour type. An interesting innov— 
ation was, if you rolled the top number (eg. 

6 on a 6-sider) then you re-rolled two dice, 
subtracting 1 from the total. This gives the 
same average but allows larger numbers to be 
rolled. Thus there would be a finite proba— 
bility of killing anything with one blow. 

I hope that this may give you ideas for use 

in your combat systems. If anyone would like 
the actual figures for any of the systems, 
write to me enclosing a SAE. 

Graham Buckell - 341 Croydon Rd, Wallington, 
Surrey, SMO 7PD Phone: 01-647-9917 


Dear Owl and/or Weasel, 


uungeons and Dragons looks fascinating, 
but the cost of the range of books is 
formidable. But as they are books, is ther 
any reason why they should not be loaned 
out like library books - or bought by a 
consortium of say ten members? 

Would ten readers be interested in cont— 
vibuting £1 each to buying the range of 
books which could then be circulated among: 
ourselves? 

When we had all read, inwardly digested 
and absorbed them, the volumes could be 
put up for tender among the ten of us 
with, perhaps, the editor of Owl and 
Weasel opening the tenders and announcing 
the successful bidder. 

It would give us an opportunity of decidin, 
whether the game was our ‘cup of tea'. 
Anyone interested? Write to me, enclosing 
a stamped addressed envelope and I will 
let you know whether we have enough pot— 
ential subscribers to go ahead with the 
purchase. The 'library' idea could, of 
course, be extended to other books of rule: 
and we could, in time, build up quite a 
stock. 


Peter Cherry, 40 Whites Lane, Kessingland, 
Lowestoft, Suffolk. 


++Congratulations on your novel idea 
Peter. However, I feel I should warn 
you that the DeD rules run to over 100 


° pages and need constant reference. IL 


DUNGEON DRAGONS 


Last month we gave you a general introduction to the fantasy world of Dungeons and 
Dregons.e We now intend to elaborate on certain aspects of the game to give the beginner a 
few ideas to help make the game more enjoyable. In this first article we will concentrate 
on the design of the dungeons to aid the gamesmaster in this, the initial task. 

Design of the dungeons depends largely on the psychological makeup of the gamesmaster, 
ie. is he a benefactor of a sadist. Obviously if he is too sadistic, you could be left with 
the ridiculous situation whereby as soon as the party enters the dungeons, the gamesmaster 
foams at the mouth, jumps up and down in his seat and screams delightedly that you've 
fallen down 2 50 ft. pit, landed on a multitude of poisoned spikes and there are now a 
thousand rabid rats chewing at the various tender parts of your body, not to mention the 
gentle maiden who's bathing your eyes in conc. Nitric Acid} 

On the other hand, if there is no danger in the dungeons then there will be no adven—- 
ture for the party as they nonchalantly lop the head off the rabbit guarding the chest of 
gold with their two-handed swords, and unleash a million arrows at the three fledgling 
sparrows who are barring the way to the bag of gems! The obvious first consideration to be 
given, therefore, is the need to establish a balance between monsters/treasure/treasure 
hunters. 

With this thought in mind you can then set about drawing the dungeons and labyriths 
on graph paper. This takes a great deal of time as several levels must be created with in- 
terlinking stairways, passages and chutes. The rules state that it is a good idea to con- 
struct three levels to start with and this, I would agree, is all that is needed. Level 1 
characters daring to descend to lower levels without previous experience are sure to meet 
with premature burials§ 


Passages — should usually be straight with 90 degree bends to aid mapping by the travel- 
lers, They can, of course, be curved in some parts in order to confuse the issue. There 
should be a number of interesting bits and pieces dotted along the passages to create in- 
terest eg. signs, messages (some cryptic), drawings, danger notices, little old men etc. 
which can be related to the travellers as they pass by. There should be many doors, most 
of which should be closed, in the passages to give the travellers several choices of dir— 
ection in which to proceed. 

Rooms — can be al] shapes and sizes and, more often than not, should contain treasure and 
monsters. Besides standard rooms there can also be those that sinks transport to other 
parts of the dungeons; are illusionary; water, gas or magic filled on entry etc. If the 
room in question contains treasure and monsters, the gamesmaster should mark this room on 
his map with a key symbol, and there should be a master key showing the type of treasure 
and monster within. The number of monsters should be determined during play in most cases, 
being related to the number of travellers, Hidden compartments, incongruous items, clues, 
pieces of map, weapons, debris, secret passages and miscellaneous objects etc. can be 
added to increase excitement. 

Monsters and Treasure — Distribution of monsters and treasure is quite a simple matter, 
being determined by tables contained in the rules. Naturally, the more valuable treasures 
should be difficult to locate and also heavily guarded. Remember, travellers gain exper— 
ience points from killing monsters and finding treasure. They graduate from one level to 
the next on acquiring the requisite number of points and are thus able to go down to low- 
er levels in search of more. So don't make it too easy for your party of travellers to 
plunder your dungeons' riches - there again, don't kill everyone off straight away. 


SUBSCRIBE re 


Make sure of your monthly jeasel by sending 
us any amount over 50p. You will be credited 
with that amount, sent your Weasel as soon 
as it is printed and notified when your 
credit is running out. 

Cheques/P.0.8 made payable to "Games 
Workshop" please. 


Please commence my subscription to 
OWL & WEASEL with issue 


Amount enclosed herewith £ 
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